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Teaching programming to the amateur programmers and non-programmers with design 
and educational technology background are tough. Needless to say, it is pertinent for 
them to have some basic programming skills. We realized the needs to motivate the 
potential programmers therefore, proposed the integration of folktales in learning 
programming. This paper shares an approach of teaching programming using the 
folktales to create awareness also to simulate the amateur and non-programmers 
interested with folktales at the same time motivated to complete a creation of digital story 
using 3D programming software, Alice and Unity. Mixed-methods approach revealed 
participants’ positive behavior towards learning programming although it was perceived 
difficult. The finding also indicates that they can understand the programming language 
and successfully explored the software to create a digital story. 
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1.0  INTRODUCTION 
 
Various researches have been carried out to motivate 
non-programmers to learn programming languages 
[1], [2]. The importance of the programming language 
is seen with the skills and knowledge required to 
create Internet applications and also creative 
content for the evolving mass-consumption mobile 
devices such as Ipad, smartphones and other. 
Learning programming for non-programmers are 
especially challenging and we seek alternatives to 
lower the learning gap for programming language 
among the non-programmers.  
The increasing prominence of Web 2.0 and 
ultimately Web 3.0 are sweeping the younger 
generation into a highly dynamic entertaining world 
whereby most of the physical appearance involves 
highly interactive and virtually designed objects, 
mostly in the 3-Dimensions. We instilled intrinsic 
motivation within the students by justifying the need to 
sustain their interest towards folktales. We have 
proposed the integration of folktales with 
programming for the non-programmers and amateur 
programmers using the object-first teaching 
approach. Objects-first “emphasizes the principles of 
object-oriented programming and design from the 
very beginning. It allows user to visualize the 
programming language with the notions of objects 
and inheritance [33]. It is the goal of this paper to shed 
light on how to sustain the interest of non-
programmers and amateur programmers towards 
programming language by shifting their role as a 




2.0  SUSTAINING FOLK STORIES 
 
2.1  ICT-The Threats and Alternatives 
 
Folktale is a form of traditional story telling that exist 
long time ago when Information Computer and 
Technology (ICT) and technology were not present. It 
serves to entertain and to impart values to the 
younger generation [3] and often come in form of 
story narration carried out by parents due to illiteracy 
